
































THE LIGHT AND THE DARK 






There’s a board. There are pieces with varyin 

me into and an opponent to conquer. But the Trias one : 
Cc anging. And once you decide where to attack, the board 
explodes into a battlefield. Your pieces include 

phoenixes, golems and wizards, and they use all their 
Strange powers when they fight the banshees goblins 

and sorceresses they face. They cast spells 
and missiles, they pummel, pierce and throw 
out flames, they move each other around, 
take on each other’s shapes and shriek 

at each other. If you square off on 

a spot that stays favorable, you'll 

be hard to kill. If you’re 
smart, fast, dextrous and 
farsighted, you may win. 
If you’re not, look 
for another 
game. 
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ELECTRONIC ARTS ™ 


ABOUT OUR COMPANY: 
We're an association of electronic 
artists who share a common goal. 
We want to fulfill the potential of personal 
computing. That's a tall order. But with enough 
imagination and enthusiasm we think there's a qood 
chance for success. Our products, like this game, are 
evidence of our intent. If you'd like to get involved, please 
write us at. 2755 Campus Drive, San Mateo, California 94403. 


Electronic Arts provide a limited ninety day Warranty on the recording 
media. See limited warranty statement enclosed. The warranty does not apply 
to the software programs themselves, Which are provided AS 1S. 
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Another rule. you'll nee 
@ world, the Gnostics said, is ruled by Stay fierce and stay'sm 
a . tand evil Archon, whose empire 


MAYHEM: 1 

les'ds far as the firmament. paz = 
‘even for Archon, life isn’t easy. In 
4 ler Universe, there's another Archon. that way. 

» He wants your empire. Know your stren , 

© The outcome of the war will determine the Know ait the wea inn se vccnd dene 
ae, true Archon. You'll want to make sure adeucumkcnpanything else Learn how to 
t’s you. 


use the barri for th 
You'll use every troll, basilisk and dragon Se TUE TRUEIUN 


shift aroupgs 
you have, and all the other slimy, conniving "ete vour eye on the lifespan gauges at 
underlings you can find, to fight the phoenixes s J aime 


and djinnis of the enemy Archon. And remember, no matter how good a fighter 
STRATEGY: THE BOARD you are, if you don’t keep the cool head of the 
The first step is easy. Insert the disk. The Strategist, you're going to lose. 
start playing the game and enjoying yoursfie We'd hate for you to lose. 
B A KAMIKAZE, A PHYSICIST AND 
( A WRITER OF FUGUES 
Fifteen years ago Jon Freeman took part 
in a living chess match. 
He played King’s Pawn. 
From the hillside above, spectators 
watched human chess pieces negotiate the 
10-foot squares of the board as two strategists 












barked moves. ; 
J And when opposing pieces met, they did 
é Calculation. battle. They fought for squares using the swords, 
the overriding rule applies. Have a keen feel clubs and shields they'd been given. 


r the tide of time and its effect on the squares. When you're the author of the definitive 
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COMMAND 


ARCHON 


0 START 

Make sure you have 6 joystick plugged in, then stert the disk as you 
would any other. When the Game Options menu appears, use the 
Joystick to move the on-screen hand. Point at the options you went 
4nd select them by pressing the joystick button. When you ere ready 
to play, point at “Accept the Options, Begin the Battle” and press the 
button (or Return, on the keyboard). For additional instructions, see 
the manual ( inside the front cover of the package), 


SUMMARY. 


APPLE 


Note: To use the Two Players, Two Joysticks option, you must have an 
Apple II, Il* or Ile ond an edepter which will eccept two joysticks. 
The adapter must use PDL 2, PDL 3 and PB | inputs for the second 
Joystick. If you choose one of the other two-player options, see 
Controlling Movement From the Keyboard on the inside of this card. 


ADDITIONAL KEYSTROKE CONTROLS 
Press Esc to pause. Press any key to restart. 
Press Control-R to end a game and return to the game options menu 


The Theme From Archon music, by T.V. Dunbar, was entered with 
WII Harvey's Music Construction Set. 
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The Opposing Forces 


LIGHT SIDE 


MOVEMENT Telepod—3 
SPEED. Norma! 
ISTACK MODE | Frebod 
ATTACK FORCE Great 
ATTACK SPEED Mediiurn 
ATTACK INTERVAL Avoroge: 
pets ‘rerogo 
NUMBER ON SIDE 4 


MOVEMENT Geral 
‘SPEED: Normal 
ATIACK MODE Energy bolt 
ATIACK FORCE Moderato 
ATTACK SPEED: Fast 
ATTACK INTERVAL Shoat 
UFESPAN Average 
NUMBER ON SIDE 2 


MOVEMENT, Ground-3 
Normal 
Arrow 
ATIACK FORCE Minor 
ATTACK SPEED: Medium 
ATTACK INTERVAL Averoge 
UFESPAN. Shot 
NUMBER ON SIDE: 2 


MOVEMENT, Ground—3 
SPEED Slow 
ATTACK MODE Boulder 
ATTACK FORCE, Great 
ATTACK SPEED: Siow 
ATTACK INTERVAL Long 
UFESPAN long 
NUMBER ON SIDE 2 





VALKYRIE 


MOVEMENT = Fy=3 

SPEED eal 
ATTACK MODE Magic spear 
ATTACK FORCE ans 
ATTACK SPEED. Siow 
ATIACK INTERVAL Average 
LIFESPAN jcc 
NUMBER ON SIDE 2 


DJINNI 


MOVEMENT y-4 
SPEED. Normal 
ATTACK MODE Whitwind 
ATTACK FORCE Moderate 
ATTACK SPEED: Medium 
[ATTACK INTERVAL Average 
UFESPAN: long 
NUMBER ON SIDE: | 


PHOENIX 


MOVEMENT. = Py—-5 
inarps Normal 
ATTACK MODE Fiery explosion 
ATTACK FORCE. Great 
ATTACK SPEED: Stow 
{ATTACK INTERVAL Long 
LUFESPAN lo 
NUMBER ON SIDE 4 
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NUMBER ON SIDE. 7 
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ELECTRONIC ARTS 2 Joysticks Optional 
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TO START 
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A KAMIKAZE, A PHYSICIST AND 
A WRITER OF FUGUES 


Fifteen years ago Jon Freeman took part 
in a living chess match. 

He played King’s Pawn. 

From the hillside above, spectators 
watched human chess pieces negotiate the 
10-foot squares of the board as two Strategists 
barked moves. ; 

And when opposing pieces met, they did 
battle. They fought for squares using the swords, 
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It’s a strange kind of collaboration. 
Anne, for instance, says she created the 


game. No one argues. 


Besides letting loose the thunderclap of 


code in which the game arrived, she did a lot 


of things to make it nice. She built its artful 
transitions and fugue-like interconnections. 
She made the battlefield segment the com- 
plex slugfest it is. She designed the one- 
person game. 

We asked her what she was proudest of. 
ae eae “It works. You can forget that 
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, ABOUT OUR COMPANY: 
We're an association of electronic 
artists who share a common goal. 
We want to fulfill the potential of personal 
Computing. That's a tall order. But with enough 
\magination and enthusiasm we think there's a good 
chance for success. Our products, like this game, are 
evidence of our Intent. If you'd like to get Involved, please 
s write us at: 2755 Campus Drive, San Mateo, California 94403 
lectronic Arts provide a limited ninety day warranty on 
media. See limited warranty statement bots the fhat s carat 
to the software programs themselves, which are provided AS IS. 
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COMMAND *« SUMMARY 


ARCHON APPLE 


10 STAR 

Moke sure you have 6 Joystick plugged in, then start the disk es you 
would any other. When the Game Options menu eppears, use the 
Joystick to move the on-screen hand. Point at the options you want 
‘and select them by pressing the joystick button. When you ere ready 
to play, point et “Acoapt the Options, Begin the Battle” end press the 
button (or Return, on the keyboard). For additional instructions, see 
the manual (inside the front cover of the package). 









os The Opposing Forces 
4 LIGHT SIDE 





WIZARD VALKYRIE 


| 
| 
MOVEMENT Telepor—3 
| SPEED Normal 
2s ATTACK MODE Fireball 
ATTACK FORCE «= Great 
| ATTACK SPEED: Medium 
ATTACK INTERVAL Average 
| UFESPAN, ‘Average 
NUMBER ON SIDE 4 


DJINNI 


Note: To use the Two Players, Two Joysticks option, you must have an 
Apple II, Il+ or Ile and on edepter which will eccept two joysticks. 
The adapter must use PDL 2, PDL 3 and PB 1 inputs for the second 
Joystick. If you choose one of the other two-player options, see 
Controlling Movement From the Keyboard on the inside of this card 


ADDITIONAL KEYSTROKE CONTROLS 
Press Esc to pause. Press any key to restart. 
Press Control-R to end e game and return to the game options menu 
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The Theme From Archon music, by TY. Dunbar, wes entered with 


Will Harvey's Music Construction Set. ARCHER 


MOVEMENT —-Ground—3 
SPEED Normal 
ATIACKMODE Arrow 
ATTACK FORCE Minor 
obi ‘ATIACK SPEED: Medium 
4 ATTACK INTERVAL Average 
per UFESPAN Shon 
NUMBER ON SIDE: 2 
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ARCHON— Quick Reference Card 





GOLEM 
MOVEMENT Ground—3 SPEED: 
~ SPEED. Lis ATIACK MODE Sword 

ATTACK MODE: Boulder ATTACK FORCE Minot 

= ATTACK FORCE Great ATTACK SPEED: Instant 
ATTACK SPEED. Siow ATTACK INTERVAL alk Shon 
[ATTACK INTERVAL Long UFESPAN 
UFESPAN tong NUMBER ON SIDE 7 
NUMBER ON SIDE: 2 
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MOVEMENT fy-3 

SPEED. Normal 
ATTACK MODE Magic spear 
ATTACK FORCE Moderate 
ATTACK SPEED: Slow 
ATTACK INTERVAL Average 
UFESPAN. Average 
NUMBER ON SIDE: 2 


MOVEMENT Fy-4 


MOVEMENT Ground=4 

SPEED Normal SPEED Normal 
ATTACK MODE — Energy bolt ATIACK MODE Whitwind 
ATTACK FORCE. Moderate ATTACK FORCE. Moderate 
ATTACK SPEED: Fost ATTACK SPEED: Medium 
ATTACK INTERVAL Shot ATTACK INTERVAL Average 
UFESPAN Averoge UFESPANS oe ne 
NUMBER ON SIDE. 2 NUMBER ON Sif 


PHOENIX 


MOVEMENT. Fy-5 
SPEED: Normal 
ATIACK MODE. Fiery explosion 
ATTACK FORCE Gres! 
ATTACK SPEED: Stow 
[ASTACK INTERVAL Long 
UFESPAN. tong 
NUMBER ON SIDE: 4 


MOVEMENT Ground—3 
Normal 
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warranty period), and (4) your return address. 
WHAT IS NOT COVERE 
D BY THIS WARRANTY 
THIS WARRANTY DOES No! 
PROG NOT APPLY TO THE SO! te: T 
RAMS ARE PROVIDED “AS IS.” FIWARE PROGRAMS THEMSELVES. THE Appl Ouse the Two P} 
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IINETY DAYS FRO! ARE LIMITED IN 7 : and PB 1 j joystick SPEE 1 
NOTBELIABLEFORINC IM THE DATE OF PURCHASE. ELEC Controllj B 1 in s. D elepont—3 
IDENTALO - ELECTRONIC ARTS SHALL li one of puts for ATIAC 
EXPRESS OR IMPLIED GIDENTAL OR CONSEGUENTAL DAMAGESFOR BREACH OF ANY ng Movement From the tae other two-player - ae ATTACK FOR Freda 
Some states do not allo’ ADD eyboard on the insi options, see ATTACK Spee £: Great 
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Pesnertance ba Bechoric er rights which vary fro egal trol-R ey to restert 
9440 . Electronic Arts, ty from state to state. Address a! toenda . 
3. Or call us at (415) 572- pet 2755 Campus Drive, San Mateo, Calif 1} Qome and return to the UNICORN 
Unless identified otherwise, all fornia The Theme F game options menu 
©1984 Electronic Arts. , all programs and documentation are Will rien Archon music, by T.V. Dunb NOVEVENT 
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usic Construction Set. er, wes entered with AUGER acd 
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ATTACK a Fast 
UFESPAN: RVAL: Short 
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ARCHER 
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CONTROLLING MOVEMENT FROM THE KEYBOARD 

Movement from the keyboard is controlled with a set of 9 keys. A 
10th key is used to select a piece for movement on the strategy board 
and to fire in the combat arena. 











ARCHON— Quick | 

















The computer will present you with a pre-chosen key set (called the LIGHT « 
default set). To change to different keys, point at the word Keyboard = ————_* 
with the on-screen hand and press the joystick button, then type in WIZARD 

the keys you want. The cursor will automatically move to the next 


possibility after each one you type. Continue typing until you've 






























pe Teena 3 
entered something for all ten keys. Here's how the keys work: rae yore Frebal 
ATTACK SPEED: — Medium 
On the strategy board, use the 9 movement keys to move the selection uss INTERVAL Average 
frame in the direction suggested by each key’s location. For example, vor 28 or NUMBER ON sing. Neras® 
if you are using the default set, press the U key to move the frame one color are the same CO or itreverses and begins to change 
square diagonally up and to the left, press the | key to move it straight the cycle reaches peak, ron 
up, etc. When the frame is over the piece you want to move, press the opposite pask. ; MOVENENT 
fire key (the F key in the defoult set) to select that piece. Then use ing mey be reversed by using the oe Ground—4 
the movement keys to move the piece and press the fire key again The direction the cycle is proceeding 1. If Shift Time is ATTACK MODE: Energy bolt 
oa when you are finished moving shift Time spell described on page 4 of the menue’. AMACKFORCE: Moderate 





ATTACK SPEED: Fast 
ATTACK INTERVAL: Short 
LIFESPAN Average 
NUMBER ON SIDE: 2 9 


cast while the cycle 1s at 8 peek, it will shift immediately to the 
opposite peak. 







In the combat arena, pressing a movement key starts the icon moving 
in the direction of the key. To stop it, press the key in the center of 
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a LIGHT SIDE | ree 
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= VALKYRIE | — as ™ 
© = ey MOVEMENT Teleport—3 : ; be 
z “7 SPEED Normal MOVEMENT: Fly—3 —netias ; : \ a 
ATTACK MODE: Fireball ris rats hare a esac 
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— haere ERVAL: pate ATTACK INTERVAL: Average ' 
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NUMBER ON SIDE: 2 








UNICORN DJINNI 
| : ; MOVENEN: Ground—4 MOVEMENT: Fly—4 
SPEED: Normal SPEED: Normal 
— pet AM AIO | ATTACK MODE: —_ Energy bolt ATTACK MODE: — Whirlwind 
ae ATTACK FORCE: Moderate ATT ; 
= ATTACK SPEED: Fast Aba eis ome 
Seay acne | p K SPEED: | Medium 
“e : = AAS SE Fete ms AACR INTERVAL: Average 
: : LIFESPAN: Long 
~Se eramaentd NUMBER ON SIDE: 2 NUMBER ON SIDE: 4 
ARCHER PHOENIX 
| MOVEMENT: Ground—3 MOVEMENT: Fly—5 
| SPEED: Normal SPEED: Normal 
— aes eee ha ATTACK MODE: _ Fiery explosion 
= : inor ATTACK FORCE: Great 
ATTACK SPEED: | Medium ATTACK SPEED: Slow 
ATTACK INTERVAL: Average ATTACK INTERVAL: Long 
LIFESPAN: Short LIFESPAN: Long 
NUMBER ON SIDE: 2 NUMBER ON SIDE: 4 
GOLEM KNIGHT 


MOVEMENT: Ground—3 

SPEED: Normal 

ATTACK MODE: Sword 

ATTACK FORCE: Minor 

ATTACK SPEED: _ Instant x 
ATTACK INTERVAL: Very Short 

LIFESPAN: Short 

NUMBER ON SIDE: 7 





MOVEMENT: Ground—3 
| SPEED: Slow 
ATIACK MODE: _ Boulder 
ATTACK FORCE: Great 
ATTACK SPEED: Slow 
ATTACK INTERVAL: Long 
LIFESPAN: Long 
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ARCHON— Quick Reference Card 


The Opposing Forces 








DARK SIDE 
SORCERESS SHAPESHIFTER 
MOVEMENT Telepon—3 MOVEMENT Fly—5 
SPEED: Normal SPEED Varies 
ATTACK MODE Lightning bolt ATTACK MODE: Varies 
ATTACK FORCE: Moderate ATTACK FORCE: Varies 
ATTACK SPEED: Fast ATTACK SPEED: Varies 
ATTACK INTERVAL: Average ATTACK INTERVAL: Varies 
LIFESPAN; Average LIFESPAN Unknown 
NUMBER ON SIDE: 4 NUMBER ON SIDE: 4 
BASILISK DRAGON 
MOVEMENT: Ground—3 MOVEMENT: Fly—4 
SPEED: Normal SPEED: Normal 
ATTACK MODE: Eye beam ATTACK MODE: Fiery breath 
ATTACK FORCE: Great ATTACK FORCE: Very great 
ATTACK SPEED: Fast ATTACK SPEED: = Medium 
ATTACK INTERVAL: Short ATTACK INTERVAL: Long 
LIFESPAN: Short LIFESPAN: Very Long 
NUMBER ON SIDE; 2 NUMBER ON SIDE: 4 
MANTICORE BANSHEE 
MOVEMENT: Ground—3 MOVEMENT: Fly—3 
SPEED: Normal SPEED: Normal 
ATTACK MODE: Tail Spikes ATTACK MODE; = Scream 
ATTACK FORCE; = Minor ATTACK FORCE: Moderate 
ATTACK SPEED: Slow ATTACK SPEED: _ Instant 
ATTACK INTERVAL: Average ATTACK INTERVAL: Long 
LIFESPAN: Average LIFESPAN: Average 
NUMBER ON SIDE; 2 NUMBER ON SIDE: 2 
TROLL GOBLIN 
MOVEMENT: Ground—3 MOVEMENT; Ground—3 
SPEED: Slow SPEED: Normal 
ATTACK MODE; Boulder ATTACK MODE: Club 
ATTACK FORCE; Great ATTACK FORCE: = Minor 
ATTACK SPEED: Slow ATTACK SPEED: _ Instant 
AL: ATTACK INTERVAL: Very short 
ATTACK INTERVAL: Long 
LIFESPAN: Long LIFESPAN: ae ae 
nn re I sl NUMBER ON SIDE: 2 NUMBER ON SIDE: 
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NOTICE 
ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVE- 
MENTS IN THE PRODUCT DESCRIBED IN THIS MANUAL AT ANY 
TIME AND WITHOUT NOTICE. 
THIS MANUAL IS COPYRIGHTED, ALL RIGHTS ARE RESERVED. 
NO PART OF THIS MANUAL MAY BE COPIED, REPRODUCED, 
TRANSLATED OR REDUCED TO ANY ELECTRONIC MEDIUM OR 
MACHINE READABLE FORM WITHOUT THE PRIOR WRITTEN CON- 
SENT OF ELECTRONIC ARTS, COPYRIGHT © 1983 ELECTRONIC 
ARTS, 2755 CAMPUS DRIVE, SAN MATEO, CALIFORNIA 94403. 
ELECTRONIC ARTS MAKES NO WARRANTIES, EITHER EXPRESS 
OR IMPLIED, WITH RESPECT TO THIS MANUAL OR WITH RESPECT 
TO THE SOFTWARE DESCRIBED IN THIS MANUAL, ITS QUALITY, 
PERFORMANCE, MERCHANTABILITY OR FITNESS FOR ANY PAR- 
TICULAR PURPOSE. THE PROGRAMS ARE PROVIDED “AS IS." 
ELECTRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH 
REGARD TO DEFECTIVE RECORDING MEDIA. PLEASE SEE THE 
ELECTRONIC ARTS LIMITED WARRANTY ENCLOSED WITH THIS 
PRODUCT. SOFTWARE © 1983 FREE FALL ASSOCIATES 
MANUAL WRITTEN BY JON FREEMAN AND PAUL REICHE II. 
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ARCHON 


THE MANUAL 


THE STRATEGY SCREEN 


THE GAME. ARCHON depicts the eternal struggle be- 
tween Light and Darkness as a contest of action and strategy 
between opposing forces wrought from myth and legend. 
The Light Side and the Dark Side are equal in number, bal- 
anced in strength, but not identical. Their aim, however, is 
the same: conquest of the five “power points” or the elimina- 
tion of the opposite side. 


ICONS. The various fantastic creatures at your command 
are represented by specific iImages—"icons"—stylized pic- 
tures of knights, goblins, manticores, and the like. 

There are 48 icons—a total of eight different kinds on each 
side, None of yours are identical to any of the icons on the 
other side. 


THE TWO SCREENS. ARCHON is played on two 
screens, On one—the strategy screen—you and your op- 





ponent take turns maneuvering your icons into favorable 
positions. When you place an icon on a square already 
occupied by one of your opponent's icons, the game shifts 
temporarily to the second display, the combat arena, 


HOSTILITIES. In old-fashioned and—admit it—some- 
what dull board games (chess, backgammon, and their ilk), 
the “defending” piece gets removed quietly from the board, 
and the “attacker” wins the “battle’—and the square— 
without a blow being struck. 

In ARCHON, we do not allow such docllity, such rank 
defeatism on the part of the defender. No! If you want that 
square, you have to fight for it! When you try fo occupy a 
square held by the enemy, the disputed square expands 
to fill the entire screen. . .and then, in the words of a 

certain orange-skinned monster of comic-book fame, 
“IT'S CLOBBERIN’ TIME!!!" 
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Q: Some of the icons aren't very distinct on my TV, and 
I'm having trouble telling them apart. What can 1do? 
A: Buy a new Sony TV or, better yet, a computer monitor. 
Seriously, if you must put up with the limited resolution of the 
average television set, color smudging at certain 
Juminances will make recognition of the icons more 
difficult. Nonetheless, the Icons are quite distinct on most 
squares, and in a short time they will all be quite distinctive. 
Indeed, like classmates on the first day of school, despite 
their initial strangeness, they will soon become so familiar 
that you'll wonder how you could ever have failed to 
recognize them instantly. 


Q: Why does the frame stay on the screen when I'm 
moving an icon from one square to another? 

As It marks the icon’s original location and serves as a 
point of reference, especially if you change your mind 
and have fo backtrack. 


Q: I'm having trouble moving my Wizard. When | push 

the button and try to move it, only the frame goes 

anywhere. | figured | wasn't pushing the button hard 

enough, so | pushed it again and got the list of spells! 
What am | doing wrong? 

A: Nothing. The Wizard and the Sorceress teleport from 
one square to another without actually walking over the 
intervening squares. While it looks different from the 
movement of other icons, the mechanics are actually the 
same: just move the frame instead of the icon, and push 
the button when you get to your destination. 


Q: When my friend casts SHIFT TIME, the screen changes 
immediately. When | do it, it waits a turn before anything 
happens. Why? 
A: You had the first move. All luminance changes take 
place after the second player's turns. (That's one of the 
advantages of playing second.) 


QUESTIONS 


Q: When there are obstacles toward t 

arena, | have trouble running my icon pe) Sithe 
wall. (It doesn’t always seem to fit.) Sometimes when 
though, instead of bouncing backward, the carrion : 
my icon on through to the other side! SIS Pop) 


A: True. Yup. So what's your question? 


Q: What happens if my icon is on top of a “fuzzy” 
when it turns solid? pei tleeli 


A: Your icon will be thrown off the barrier, just as if it had 
run into the obstacle from the side. 


Q: Sometimes when I'm “firing” really fast, | don't hear 
the “reload” sound. Am | going too fast for the computer 
to keep up? 

A: (Pause for laughter.) No. If you happen to have the 
button pressed and the joystick already pointed at the end 
of the attack interval (what some people called the "reload 
time”), the computer won't bother sounding the bell; 
instead, it simply launches your attack. 


Q:: Is it possible for two icons in the combat arena to kill 
each other? If so, who gets the square? 

A: Yes, “double kills” are possible. You can even get killed 
by a “dead” icon if it has already launched an attack. 
(Zapping an Archer, for instance, would have no effect on 
an arrow already in flight.) In such cases, the disputed 
square on the strategy screen will simply be empty. The 
same thing happens when an elemental wins a battle. 


Q: My attacks offen go in the wrong direction, and 
sometimes | can't seem to fire at all. What's wrong? 

A: You're pushing the button while you're still moving your 
icon. Make sure the joystick is in “neutral’—or at least 


& ANSWERS 


inted in the right direction—before you press the trigger. 
Your “nonexistent” attacks are probably stopped by a wall 
or barrier right next to you before you can notice them, or 
else you're simply pressing the trigger before your attack 


interval Is up. 





Q: Why does the “pause” key only work in the combat 
arena, and why only when the computer is playing? 

A: The “pause” function exists to keep the computers 

icon from killing off yours when something outside the 
computer's knowledge (like the doorbell) requires your 
attention. It is unnecessary On the strategy screen because 
the computer takes only a second or two to move, and you 
can take an unofficial “time out” as soon as It's your turn. 
When your opponents are of the human persuasion, you 
can ask them to stop fora moment. (If they refuse, perhaps 
you should recruit new opposition.) 


3 My Archer attacked the Dragon on a black square. 
She got killed, but she did hit it with an arrow, so! 
know the Dragon was wounded. On my very next turn, 
| attacked the Dragon again, but it was no longer 
wounded. Why not? 
A: Favorable luminance provides a certain magical 
enhancement to an icon’s lifespan. One of the benefits of 
this luminance bonus Is that “nicks and scratches” (a 
category into which, under the circumstances, your single 
arrow wound fell) are not permanent. This bonus is also the 
reason a badly wounded icon may make what seems to 
be a miraculous (if only partial) recovery between battles. 
Ona white square the Dragon would have lacked this 
benefit, and every minor wound would have remained. 
(What were you doing attacking a Dragon on a black 
square, anyway? What are you, suicidal?) 


Q: Why don't Trolls in ARCHON regenerate the way they 
do in Lizards & Lunkheads? And why can't find the 
Phoenix in my L&L Beast Book? 


A: Because it isn't there. 


you to believe, fantasy was not invented in 49’ 5 
interpretations of mythological beasts are biktped ta 
Role-playing games—L&L, Demons & Dimwits, Monsters & 
Morons, etc.—draw their subject matter (if not their game. 
mechanics) from the same sources we do: 5000 years of 

myth and legend and a close reading of certain contem- 
porary writers of fantasy and science fiction. \f you don't 
approve of our Trolls, complain to the troll union. 


Look, folks, despite what the Head Dragon might like 





Q: Why can't | make copies of ARCHON for my friends? " 
A: Someone always asks. One answer |s that ARCHON | 
disks are copy-protected, but that's begging the question. we 
(And yes, we know copy protection Is not perfect, but If you 
have the time and talent to get around such devices, we'd 
really rather you worked on games of your own, Instead.) 
The handful of people at Free Fall Associates would 
rather develop games than do anything else, but if we 
can't pay our bills creating games, we'll have to do 
something less fun for us—and (\f you enjoyed ARCHON 
enough to want to copy It) probably less fun for you. 
Royalties are our only income, and every Illegal copy of 
ARCHON represents money we'll never see: pizzas we 
won't eat, paperbacks we'll never get to read. 
We have the same dreams you do, probably. We'd like 
to be rich and famous, and this seems to be our only 
chance. When you come Up with an original game or a 
fancy utility, you'll feel the same way. 

Most of the games you see may be rip-offs of arcade 
games and other designers’ ideas, but ours arent. Our 
games are original products of our own bizarre Imagina- 
tions and many months of work. We don't tip off other peo- 

ple, and we don't think we deserve to be tipped off, either. 


Thanks from Anne, Jon, and Paul. 
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